
 
Here lay the young twins of Ferrari 360 and Ferrari GP.  Died in the 
summer of 2000, just a few months after initial (E3) announcement.  
Their needless death from insufficient support of proposed pub-
lisher Acclaim reminds us of the fragile relationship between devel-
opers and publishers.  Luckily for the developer, Brain-in-a-Jar, they 
went on to get a deal with Codemasters for producing IndyRacing 
Series, due early 2003 and later went onward to obscurity producing 

budget racing games not worth the disc they're burned on. 
 
F360 was a seriously tempting prospect – a fuller and fatter update 
of the amazing Sega game of the car’s predecessor.  The game even 
made the front cover of Edge magazine—a feat achieved by very few 
racing games indeed.   

 
Here lies Trans Am Racing ‘68-’72. Died December 1999 at the promis-
ing age of 18 month.  Conceived by GT Interactive, crafted by Engineer-
ing Animations Inc. software labs (EAI) it was mercilessly killed by Infog-
rames after their purchase of GT Interactive.  The motive for the murder 
remains unclear.  No reason was ever formally stated.  Anticipation for 
the game was fever-pitch given the de-
veloper, but it never saw the light of 
day. 

OBITUARY 
              21st March 2000 press 

release:  “Acclaim will develop 

and publish the most intensive, 

thrilling game to hit the racing 

sector, based on the Ferrari 360 

Challenge, a car that was totally 

developed and conceived for 

racing. The Ferrari 360 Chal-

lenge was unveiled at the 1999 

International Frankfurt Motor 

Show and has been described as 

one of the most significant 

sports cars ever to be built at 

Maranello. 

              Also as part of Ac-

claim's agreement with Ferrari, a 

Ferrari Grand Prix game is also 

under development for the Play-

Station® 2. The game will fea-

ture all the thrills and innova-

tions of the Ferrari Formula 1 

racing team. With its spectacular 

cars and its world-beating driv-

ers, Ferrari, eight-time winner of 

the Formula 1 drivers' champi-

onship and nine times construc-

tors' champions, is the most 

evocative name in Grand Prix 

racing. 

              Acclaim will announce 

more specific details on the 

upcoming games and provide a 

release schedule over the next 

several months.” 

              A team of three from 

developer ‘Brain In A Jar’ had 

been working on the game since 

mid 1999, headed by Matthew 

Gabriel.  By July 2000 they had 

fully staffed up and were in 

production on PS2.  

 

              August 24, 2000 - Ac-

claim officially announced that 

it has closed down development 

on its two Ferrari licensed 

games, Ferrari 360 Challenge 

and Ferrari GP, due to the high 

expense of the licenses and the 

console transition in the market-

place.  

              The official Acclaim 

statement read: "Due to a de-

cline in revenues brought about 

by the transition in the market, 

Acclaim has re-evaluated the 

investment requirement for Fer-

rari and made the decision to 

suspend future development of 

all titles under the Ferrari Li-

cense." RIP. 

 
 

                                                           In this age of immediate news, one of the biggest  
                                                 jobs of game publishers is to feed the news sites and magazine  
                                       editors with exciting information about future games.  It hasn’t always been  
                                 this way: In the early eighties, news and reviews of games would come after release.   
                            Things changed as games took longer to develop and by the late eighties, news of an  
                       impending game came the month prior to release although for a years biggest game, information  
                    may have leaked  two or three months before release.  By the mid-nineties, 3D games on CD-Rom took  
               longer to produce and we were starting to play many more Japanese games leading to news of a game some 
            six months before release into Europe.  By the late nineties and beyond it is quite typical for a lot of games to be 
          hyped a year before release.  Whilst it is undoubtedly a benefit to foresee what games are coming soon,   it is also 
        very disappointing when the hyped game is months late, or worse,  never arrives.  It’s even worse when it’s a desirable 
    game like Ferrari 360.  Below lay some of those highly anticipated games which never made it.    

 

   So many games proposed but so few find the shop shelves.  If it’s not a game cancelled for certain territories, it’s a game 
  cancelled entirely.  Below and on the following page, witness the games which go from ‘proposed but not even programmed 
  through to a complete game which doesn’t get released and of course those culled mid-project. 
 


